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BEEN A Game among Friends 


des S A story about friends that have become more than just friends but team- 
mates. Why playing video games as a team is more exciting than playing alone. 
How this group of friends met and interacts with each other and Why Halo is 
the game they play most? For the first time ever they will allow for a play-by-play 
detailed description of a few of the games they play in Halo. 
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GC 2009: Project Natal Preview Competing at the Professional Level 
A new chance to get up close and personal with Microsoft's console-chang- SK of Triggers Down knows what it takes to become a pro. While most 
b ing peripheral. It’s a peripheral so full of potential that Microsoft execs players dream of being an MLG Pro, SK is living that dream. Check out 


have confused it with an all new console, so there’s no doubting what the his ti aliada arah ee Herr 
highlight of our Gamescom was going to be; seeing Project Natal up close, cd GES E SE en E ae 
and getting the chance to assess whether it can really live up to the epic ee da 
bluster with which it’s billed. 
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Online Interactions Microsoft 
"the ESRB” gameJStudios: 


EI devices, such as speakers and headphones. But other feedback may come via 


AA Green. Computer Space was followed in 1972 by the Magnavox Odyssey, the 


buttons and one ot more joysticks. Early personal computer games often 


N was the first commercially-sold, coin-operated video game. It used a black-and 


ADDICTS OF A 
DIFFERENT KIND 


Paul Barry 
Editor-In-Chief 


A video game or interactive en- 

tertainment is an electronic game 

that involves interaction with a user 
interface to generate visual feedback on a video device. The word video in 
video game traditionally referred to a raster display device. However, with the 
popular use of the term “video game”, it now implies any type of display de- 
vice. The electronic systems used to play video games are known as platforms; 
examples of these are personal computers and video game consoles. These 
platforms range from large computers to small handheld devices. Specialized 
video games such as arcade games, while previously common, have gradually 
declined in use. 

The input device used to manipulate video games is called a game con- 

troller, and varies across platforms. For example, a dedicated console controlles 
might consist of only a button and a joystick. Another may feature a dozen 


needed a keyboard for gameplay, or more commonly, required the user to buy 
a separate joystick with at least one button. Many modern computer games al- 
low, or even require, the player to use a keyboard and mouse simultaneously. 
Video games typically also use other ways of providing interaction and 
information to the player. Audio is almost universal, using sound reproduction 


haptic peripherals, such as vibration or force feedback, with vibration some- 
times used to simulate force feedback. 
In 1971, Computer Space, created by Nolan Bushnell and Ted Dabney, 


white television for its display, and the computer system was made of 74 series 
TTL chips. The game was featured in the 1973 science fiction film Soylent 


first home console. Modeled after a late 1960s prototype console developed 
by Ralph H. Baer called the “Brown Box” 
These were followed by two versions of Atari’s Pong; an arcade version in 


, it also used a standard television. 


1972 and a home version in 1975. The commercial success of Pong led numer 
ous other companies to develop Pong clones and their own systems, spawning 
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Competing at the Professional Level 
By: SK awe" 


K of Triggers Down knows what 
s to be 


Prep: f 


; for professional play means is what helps your te 

) h and every aspect to right decision. While at 
lude essentials 
on, selfless play- 
is, and playing 


Out fH 1 


competing at the professional 
level below as you work to 
Get Better Fast. 


you're playing. During team team get the advantage required to win 
scrims or practice, make sure games. 
you're playing as if it was an 


- 
X 2 ; 


— 


event. This way, when you Once you get to the top, you’ve liter- 
reach the later rounds of the ally reached a whole new level. Getting 
tournament, you'll be ready to the professional level is only half the 
to prove that you've got what battle, and you'll soon realize that you 


There's a reason thousands of 
spectators come out to each 
Major League Gaming event: 


to watch the best players in — it takes. need to work just as hard to stay there. 
the wotld go head to head = Practice will help keep your skills sharp, 
against one another. Events A key difference between but it’s also important to watch your 
provide for an ideal opportunity to pick professional and amateur players is deci- own gameplay and look for mistakes or 
up differences in strategies and tactics sion making. Each decision at the pro poor decisions. Believe it or not, you'll 
between amateur and professional play- level needs to be made with the entire still make them after years of being pro, 
ers. Spend enough time at events, and team in mind, which requires quick and watching your theater or VoD with 
you'll notice that there are also differ- thinking, but also knowledge of your an open mind can make the difference 


ences in how professional players prepare teammates’ decisions as well. While the between a rising star and a stubborn 
for tournaments, how they stay mentally latter will come with time as your team ` teammate. Equally important is watching 
tough, and how they look to improve chemistry builds, the easiest way to make the gameplay of other teams and players. 
their gameplay. smart, quick decisions is by watching Pick up on new tactics they are using, 
tournament gameplay on VoD. In doing and also learn from their mistakes. 
The road to becoming a dedicated MLG so, you can learn when it is best to wait 
professional player is much traveled for help, push across the map, or even There are plenty of resources available to 
these days, but not everyone begins in avoid shooting the other team soas to ` players looking to compete profession- 
the right place. To find a team, you need not give away your position. Another im- ally. Make the most of them and you'll be 
to meet people you not only play well portant factor is communication, which on your way to becoming an MLG Pro. 
with, but also get along with. If none 
of yout friends are at your skill level, 
look to MLG's GameBattles.com to find 
teammates who are looking to compete 
online before attending events. I cannot 
say enough how important it is to meet 
people and network within the commu- 
nity. Be a good sport, play with passion, 
and respect other teams; you never know 
when a former teammate may have the 
opportunity to recommend or speak well 
of you. 
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MLG ANAHEIM 


MLG Anaheim Halo 3 Wrap Up 
By blandestk | Published: November 11, 2009 


| | alo 3 produced no shortage 


of memorable moments and 
story lines at Major League Gaming’s 
latest Pro Circuit event in Anaheim. The 
tournament seemed to have it all: upsets, 
newcomers, established teams making 
deep runs, all bracketed by a plethora of 
unbelievable plays. 


The first mention from the event has to 
go to top-seeded Triggers Down. The 
Dallas Champions repeated in Anaheim, 
becoming the first Halo 3 squad to 
capture back-to-back Pro Circuit titles. 
Other than the grand series with Str8 
Rippin, Triggers Down had little trouble 
in any other match. They showed no 
rust or malaise after winning in Dal- 

las, remaining focused and tight. In the 
Winners Bracket Finals, Triggers Down 
took a commanding 2-0 series lead over 
Str8 before needing a clutch Game 5 

to secure a spot in the Championship 
Match. After Str8 emerged from the 
Losers Bracket, the two teams engaged 


in a titanic struggle for the ultimate prize. 


The series went the distance, with Trig- 
gers down prevailing 50-41 in Game 11 
for a 6-5 triumph. It is hard to imagine 
it took so long for a repeat winner, but 
Triggers Down will go down as the first 
team to snag two consecutive titles. 


Meanwhile, Str8 Rippin did not take 
the first place spot for which they had 
hoped, but they could not have come 
much closer. Str8 clearly positioned 
themselves with Triggers Down as the 
best two teams on 
the circuit. In two 
meetings with Car- 
bon, Str8 dropped 
three games, which 
marked the nearest 
another team came to 
breaching the Top 2. 
ElamiteWarrior had 

a fantastic Sunday, 
often leading Str8 in 


Heinz and SK helped put Triggers Down in prime 
position heading into Orlando. 


kills. The team cer- 
tainly seems poised to 
give Triggers Down a 
run in Orlando. They 
will look to keep the 
top seed from be- 
coming the first team 
with three straight 
Halo 3 crowns, as 
they attempt to 
defend their National 
Championship title. 


Carbon, undervalued by many going into 
the previous tournament, showed their 
run at Dallas was no fluke. The fifth- 
rated squad finished third, while giving 
Str8 a decent run and obliterating a few 
teams seeded near them at the beginning 
of the event. Walshy seemed rejuvenated, 
compiling several nice games. Naded also 
played extremely well, showing that he’s 
likely to go off at any time. If this team 
puts in the work, they seem to possess 
the best chance of cracking Str8 and 
Triggers Down. 


The biggest letdown of the tourney was 
easily Final Boss. The fourth-seeded team 
fell to the buzz saw known as Dynasty in 
Winners Bracket Round 2 and Heaven 
& Earth in the Losers Bracket. The 

loss in Game 5 against Heaven & Earth 
will be the stuff of lore for months to 
come. Down three kills for the majority 
of Team Slayer Amplified, Final Boss, 
on the backs of Strongside and Ogre 2, 
made a staggering run to take a several- 
kill lead. In fact, 
Strongside and Ogre 
2 played so well that 
they did not die for 
an extended period 
of time. 


Their reward for 
excellent play? Both 
players ran out of 
ammo for their Bat- 


ver = 
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Dynasty looked like a contender in Anaheim. Will 
that fire continue in Orlando? 


tle Rifles and could find no extra bullets. 
With Final Boss leading 48-47, Heaven 
& Earth essentially enjoyed a 4-on-2 situ- 
ation. Strongside eventually procured a 
Carbine, but Ogre 2 never left his hiding 
spot, a certain free 
kill i£ he managed to 
leave. The 11th seed 
took full advantage 
and snagged three 
straight kills for the 
win. The loss meant 
Final Boss finished 
outside of the Top 

8 for the first time 
in Pro Circuit his- 
tory. The ninth-place 
result is the only time at a Major League 
Gaming event in which Ogre 2 did not 
place in the money. That fact is mote 
significant for the amazing streak Ogre 2 
produced tournament after tournament 
than for the shortcomings of the team 
in Anaheim. The team definitely needs 
work, but they still have the firepower to 
place highly. 


The other top team who hit trouble was 
Instinct. The third-rated team seemingly 
has the roster to compete for champion- 
ships and many thought they would push 
for a Top 2 spot in Anaheim. At times, 
Roy and Neighbor looked dominant, but 
the squad lacked cohesion. Whether the 
problem is in their tactics or their chem- 
istry, a seventh-place finish cannot make 
them happy. 


Anaheim will probably be remembered 
most as the spot where a team finally 
won back-to-back championships, but 
the event was full of surprising results 
and high-level competition. Some teams, 
such as Dynasty, Believe the Hype, and 
Power, will look to continue surprising 
runs in Orlando. Others, such as Final 
Boss and Instinct, will look to reverse a 
downward trend. Carbon and Str8 will 
both try to run down the current number 
one team in the world, Triggers Down. 
Anaheim definitely set up what will be a 
tremendous finish to 2009 Pro Circuit in 
Orlando. 
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E3 2009 


Electronic Entertainment Expo | gsrB VIDEO 
GAME RATINGS 
1 | 


Microsoft will likely play up 
their third-party sales 
numbers along with hopeful 
showings from ODST and 
Alan Wake. Will the rumored 
motion controller finally 
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make an appearance? 
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the pipeline, expect 
Sony to show off 
games. We might 
also see a new PSP 
and the rumored 
Slim PS3, but will | 
they drop the price? | 


Nintendo is sit- 
ting on top of the 
world as they come 
into E3 2009, but 
| will it continue 


over the next year? Expect a big push for Wii MotionPlus and DSiWare. 
Will we see a new Mario or Zelda, though? 
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A Game Among Friends 


By Kaitlyn Dunphy 


Ae Wil 


10 GAME ADDICTS 


et 


aul hits a button that instantly illu- 

minates green and makes the white 
box begin to whirl with noise. The 
strange white box devours the disc he 
feeds it, a disc carrying two marks; the 
physical one, “Halo 3” and the societal 
one, “addictive”. He then picks up a 
hand-held device with numerous but- 
tons and two analog sticks. Paul puts 
something resembling a headband on 
his head, which has a sphere attached 
that juts out around his mouth; this is 
his means of communication with his 
team. The T.V. screen flashes “X-Box 
Live” and prompts him to sign in to 
his account. Paul does so, effectively 
becoming Sohcahtoa. He settles in to 
the familiar place on the far right side 
of his beige leather couch, and his 
journey as Sohcahtoa begins. I settle 
in next to him as I have so many times 
before, ready to begin a different jour- 
ney — one of close observation of the 
Halo gamer. 

A notification pops up at the 
bottom of the screen, inviting Sohcah- 
toa to join a party. Sohcahtoa accepts, 
and joins Armyman, McBuff, and 
Sandman, known to the outside world 
as Vin, Joe, and Mike (or still Sand(y) 
man), in the lobby. This team knows 
each other well, both inside and out- 
side the game. They exchange greet- 
ings and discuss for a moment the new 
Halo RTS (Real Time Strategy [game]), 
“Halo Wars.” They greet me, amused 
and eager to be my test subjects. Joe 
suggests they “talk smack” for my 
sake, but I inform them that I prob- 
ably will not be able to include a lot 
of the language they use without them 
intentionally trash talking. Then with 
an unspoken understanding, they begin 
their ritual warm-up, this time slayer 


games on unofficial maps created by 


Sohcahtoa and another anonymous 


map-maker, as opposed 
to an objective game, 
which is usually the 
favored warm-up. After 
two friendly games of 
slayer against each other, 
they return to the lobby 
to await a match-up for 
a 4v4 team objective 
game. 

A match is 
made, and Armyman 
comments on how un- 
usual it is that the entire 
opposing team does 
not have mics. The randomly selected 
map, Ghost Town, is a least favorite of 
the group, and they all call out to each 
other to veto it. The majority of them 
do, and so another map is selected, this 
time called Pitstop. The game is a neutral 
assault game, in which the objective is 
to take the bomb, activate it, and bring it 
back to their enemies’ base, where they 
plant it, all while the opposing team is 
trying to accomplish the same, and both 
teams are killing the other. The game 
starts and the battle begins. Sohcahtoa 
announces, “You guys rush the rockets 
I got the sniper.", but before they could 
move something comes barreling in 
that kills them all. They respawn, com- 
ing back to life, and Sohcahtoa says, 
“Watch the sword I'll make a run in,” 
going in to the opposing team’s base in 
pursuit of the bomb. “I got you covered” 
Armyman assures him, and Sandman 
warns, “There's two [enemies] in the 
base." Amidst shouts of the positions 
of enemies (“Under the sniper tower!”, 
“Underneath youl”, “He's weak on my 
body!”), and weapons (“Rockets on my 
body!) the team accomplishes their 
mission, and wins 2-0. The kill spread 
appeats on the screen, statistics showing 
how many deaths and kills each player 
had. 

Similar games, on various maps, 
continue like this, a mixture of objective 
games such as capture the flag and plant 
the bomb, and slayer games, in which the 
sole purpose is to have more kills than 
the opposing team. There’s explosions 
emerging from “nades” and rockets, 
gunfire from weapons across the spec- 


Armyman 


trum, Hogs, Banshees, 
and Ghosts, all differ- 
ent vehicles, swarming 
the map, while players 
kill and collect assorted 
glowing objects known 
as power-ups, all serv- 
ing different func- 
tions, as well as their 
choice weapons. Teams 
communicate their 
positions, enemies’ 
positions, locations of 
vehicles, weapons, and 
power-ups, as well as 
the bomb or the flag if it is an objective 
game, and know the maps like the back 
of their hands. They express frustration, 
cursing often, especially when killed, 
and joy when they make a good kill or 
something unusual and funny occurs. 
They mock players on opposing teams, 
especially if they make a “retarded” com- 
ment, have a “gay” gamer tag (name), or 
an unusually high voice. Oftentimes their 
interactions reflect how they are playing; 
when they lose, they bicker and place 
blame, when they win, they share laughs 
and jokes and triumph. Though their 
record is important to them, even more 
important is the fact that they win and 
lose together as a team of friends. 

When I first met these gamers, 
I called them losers myself, teasing them 
that they had no life and video games 
were more im- = m 
portant to them f 
than anything | 
else was. I have 
learned that 
although they 
wait in lines in 
the middle of 
the night to 
get the latest 
game, the game 
is only part of 
the reason why 
they play. They play for entertainment, 
a way to meet new friends and connect 
with old, and ultimately just to have fun, 
although that is not always how it turns 
out. Of course, among gamers there are 
varying degrees of the extent to which 
video games dictate their lives. There are 


SOHCAHTOA 


those that spend a lot of time playing 
and reject invitations to hang out in the 
real world in order to play in a virtual 
one. There are those that play on a regu- 
lar basis, but still are more concerned 
with their relationships outside the game 
as well as school, work, and athletics. 
There also exist many gamers that do not 
fit the typical gamer stereotype — look- 
ing at them you might never guess they 
spend some of their nights playing Halo. 
This group of four plus others that they 
associate with fulfill all ends of this spec- 
trum. 

Outside the gaming world, these 
gamers lead a different life. All go to 
school and work part-time jobs. Three 
of the four of this team have girlfriends, 
contrary to popular opinion that gamers 
have limited contact with the opposite 
sex. Vin is on the football team, and as 
Joe’s gamer tag infers, he is a gym rat. 
They are not stereotypical gamers that 
sit on the couch all day eating and play- 
ing games. Looking at members of this 
group, you probably not be able to pre- 
dict that they were gamers, unless Paul 
happened to be wearing his Halo 3 shirt, 
which he tends to do when we go out, 
attempting to embarrass me. Sandyman’s 
ovet-protectiveness of his expensive 
designer sunglasses definitely does not 
scream “gamer” to me; the same goes for 
Joe’s Mustang. To me they are the same 
only they have 
an additional 
hobby/ enter- 
tainment form 


as any average teenagers, 


in gaming. 

As 
with anything 
else, there are 
always the 
extreme cases. 
The gamers 
I have intro- 
duced you to 
so far are what 
I would define as an average gamer; yes 
there are nights they spend playing Halo, 
just as there are nights they spend with 
family, friends, doing schoolwork or at 
work. A friend of this group, named 
Paul, often called Illegal (short for his 
gamer tag, IllegalStealth), is considered a 
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(Continues on Page 14) 


Halo 3: ODST Review 


Bungie brings Halo back to its roots while taking great strides forward. 


By Erik Brudvig 


H2 3: ODST began as an idea for a simple expansion to Halo 3. It would be just a few hours long and help tide the fans 
over until Halo: Reach is ready in late 2010. That little idea grew to be so much more. The end result is a package that 
no Halo fan should be without, as it is the definition of fan service. You get a six hour campaign that expands the boundar- 
ies of what to expect in a Halo game, an excellent new cooperative mode called Firefight, and an entire second disc filled with 
adversarial maps. This isn't a full-blown sequel, which might disappoint some people, but you'd do well to take it for what it is: 
another great game from Bungie. 

In many ways, Halo 3: ODST is a return to the roots of the Halo franchise. Master Chief -- with his magical healing 
Spartan armor, mockery of gravity, and dual wielding ways -- is sitting this one out. Instead, you'll take the role of the Or- 
bital Drop Shock Trooper, or ODST. These highly-trained, but not quite super, soldiers don’t have all of the strengths of the 
Chief. They can only aim one weapon at a time. They have a health bar that requires health packs to restore once their light 
overshield is depleted. They can't jump as high or fall as far or take as many bullets without stumbling into Death's open arms. 
'They handle quite like Master Chief did in Halo: Combat Evolved, and they have a powerful scoped pistol to complete the 
throwback feel. 

Though the ODSTs handle like the Halo of yore, the rest of the campaign is as fresh and exciting as you could hope for. With 
Master Chief on the sidelines, Bungie has scrapped its traditional galactic romp in favor of a focused, character driven tale. 
The result is one of the most satisfying Halo storylines yet and a great step forward for the franchise. 

It begins high above Earth. A group of the fabled ODSTS are preparing to burn through the atmosphere and enter 
the battle for New Mombasa in tiny one-man pods. Other soldiers call them Helljumpers, a nickname you'll quickly learn is 
well deserved. In the moments before the leap of faith, you'll meet some new faces. There's Buck, the squad leader, Dare, a 
tough-as-nails girl with a mysterious history and a few others each specialized in one approach to combat. You'll find yourself 
in the shoes of The Rookie, a quiet, inexperienced fellow. Without so much as a cheesy tutorial section, you'll strap in and 
make the drop. 

The squad's timing could not be any worse. Their actions take place during the events of Halo 2, just as Master Chief 
is wreaking havoc on the Covenant and forcing the Prophet of Regret to make an emergency slipstream escape. This exit takes 
place just as your squad is plummeting towards the ground. The resulting shockwave scatters the group in mid air and every- 
thing goes black. 

Six hours pass before The Rookie regains consciousness. By the time, most of the battle for New Mombasa has played out 
and things did not go well for the humans. A light rain is falling across the dark city, lit only by fires that continue to rage and 
the odd electronic sign that remains lit. Smoking husks of cars litter the streets. The city is quiet. Everyone is either dead or 
hiding, but the Covenant continues to search for stragglers. Did I mention you're one of these stragglers? 
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In order to survive, you’ll have 
to find the other ODSTS you burned in 
with. The city is huge and uninviting, 
and the excellent soundtrack only adds 
to the sense of loneliness and danger. 
You aren’t totally alone, though. In one 
of the more clever ways of introducing 
a side-kick, ODST offers the Superin- 
tendent, an AI construct that runs the 
city’s facilities. This wannabe Cortana 
offers tips, health packs, and will even 
lead those that keep their eyes and ears 
open towards a series of collectible audio 
recordings that delve into more of New 
Mombasa’s fall. The way the Superin- 
tendent is woven into the story and the 
gameplay is quite clever and one of the 
high points of ODST for me. 

With a little help from the city’s 
AI, The Rookie’s story plays out a bit 
like a murder mystery. Using a very cool 
ODST visor, you'll explore the dark 
streets looking for clues that might lead 
you to a joyous ODST reunion. The ac- 
tion here is light, punctuated with intense 
fights and anxious moments of sneaking 
in the shadows. 

Each time you find a remnant 
of another ODST soldier, the switch is 
flipped and the setting flashes back to 
their daytime battles. You’ll get to know 
the rest of the occasionally hilarious 
squad one at a time as they fight for 
their lives. The battles that rage here 
are packed with relentless action. Huge 
waves of enemies that present near 
impossible odds are common. Joy rides 
in tanks and other vehicles are on tap. 
Massive set pieces are delivered and de- 
stroyed. In these daytime battle sequenc- 
es, it’s a rare moment that you'll even be 
able to catch your breath. 

This hub design -- centered 
around a massive city that branches off 
into action-packed levels -- is a big de- 
parture from the standard Halo formula. 
It works and it works exceptionally well 
by weaving the entire story together in a 
way that no linear series of levels could. 
Past Halo games offered sprawling levels 
with massive open battlefields that even 
the best of us found it easy to get lost in. 
In contrast, Halo 3: ODST offers much 
tighter level design while still deliver- 
ing the huge city of New Mombasa to 


explore. 

The difference between 
the night and day sections of 
Halo 3: ODST is quite stark, 
made even more so by the art 
style and music. This game runs 
on the Halo 3 engine which is 
beginning to show its age, but 
the artistic efforts in ODST are 
enough to make this the best 
looking Halo game yet. The color 
palette is stretched beyond the 
oranges, grays and purples of 
past Halo games to provide a 
greater sense of atmosphere. The 
environments are brought to life 
and even without hearing The 
Rookie’s voice or seeing his face, 
you can sense his despair just by 
looking at the wastes around him. 

The emotional response 
ODST elicits is in large part 
thanks to the powerful score. Few 
games have soundtracks that add 
to the excitement as well as the 
Halo series. There's a tradition of 
excellence in this franchise and 
ODST carries the torch with style. 
is You should expect such quality 
by now and then prepare to have 
your expectations exceeded. 

The campaign in Halo 
3: ODST is a whole lot of fun, 
but it did leave me with a couple 
of gripes, two of which have to 
do with its scope and one with 
storytelling. If you play through 
the campaign co-operatively, you'll 
find that the sense of loneliness 
and tension the nighttime sec- 
tions offer is largely lost. The 
co-op mode isn't woven into the 
story at all and is simply slapped 
on top. Do yourself a favor and 
play through the game alone on 
your first run through. On the 
Heroic difficulty -- without any 
co-op help -- the campaign lasts 
about six hours when moving at a 
leisurely pace. 

This compacted experi- 
ence is also felt occasionally in 
the gameplay. The action is more 
focused, but this sometimes 
devolves into simple shooting 


(Continues on Page 15) | 
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more extreme gamer. Among the group (these four plus their other, usually gamer, 
friends), he is notorious for rejecting invitations to hang out in favor of staying 

in and playing video games. If you want to reach him, the easiest way would be 
through a virtual reality. To illustrate my point, in the six or so years I have known 
this group of friends, I have met him once. In my eyes, I see his case as the excep- 
tion, rather than the rule, but I feel many people, who just know stereotypes of 
gamers and not actual gamers, would feel as if the opposite were true. 

Paul and Joe are good friends who met at and went to the same high 
school, as well as Vin, two years their junior. The summer before their senior year, 
Joe moved from Staten Island to New Jersey. Playing Halo on Xbox Live has made 
it easier for these friends to keep in touch when distance became a problem. Playing 


A : . McBuff 
games online is an alternative to hang- 


ing out that let them talk and have fun together in the days before they owned cars, 
and even now, when time constraints are a problem. Joe met Mike, who also lives in 
New Jersey, on Xbox Live, and Joe introduced him to the rest of the group. They all 
became friends and a few summers back met Sandyman in person. Another gamer 
friend of the group’s from high school, John, introduced the group to his sistet’s 
friends, Frank and Danny, who in turn introduced them to Eric. Eric introduced 

the group to his wife Wednesday, the rarer female gamer, who became close with 
Paul and defended him when my other friends and I would make fun of his being a 
gamer. Eric and Wednesday, a married couple in their late 20’s living in Texas, joined 
the group, together with a younger teenager from California, Stumpy. Together 
these players formed a clan, which Paul dates to Halo 2, which I have found out, 
means 2004. The majority of this clan has remained good friends throughout the 


z 


AS m Hd 


Sandman years, though their span includes the East and West Coasts and Texas. Halo is more 
than a game in this respect; it has become a networking system that allows old friends to keep in touch and new friends to be 


met. 

“Team Slayer" the game's hostile voice announced. Midway through the game, McBuff comments, “Wow, that guy 
really wants to kill me." Sandman agrees, “Yeah, he was chasing you around the whole map." The team laughs. “I think you 
should give him the old one, two how’s your father” Vin chimes in. A second wave of laughter washes over the group at the 
recitation of one of their friends, James’, favorite lines. Sohcahtoa, I mean Paul, looks over at me and smiles when he hears me 
laughing along with them. I sit back, realizing that I am watching more than just an ordinary video game, but a bond shared 
among friends. 
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galleries. You'll find yourself bunkering 
down and simply standing in one place 
while a few waves of Covenant squads 
drop in for a fight. It’s a standard game 
mechanic, but it’s used just a tad too 
often for my tastes in Halo 3: ODST. 
Of course, shooting galleries do 

have their time and place. As you work 


through 


the cam- 
paign, 
you'll 
unlock 
sev- 

eral such 


areas to 
play in 
the new 
cooperative Firefight mode. This four 
player test of skill and endurance is flat 
out awesome. Eight different maps are 
available, with two of them coming in 
day and night flavors for a total of 10 
settings. I really can’t say enough about 
how fun Firefight is. Even as I write this, 
I can hear coworkers playing Firefight. 
The jealousy is like going to a party and 
seeing an old girlfriend with a new guy. 
The fun that I know my coworkers are 
having is enough to make me want to 
give up on this review and just go play. 

Firefight is by no means a truly 
original mode. Call of Duty: World at 
War and Gears of War 2 are two recent 
games that beat Halo to the punch with 
this kind of setup. As great as Nazi 
Zombies and Horde mode are, the Halo 
take on the formula is even more ad- 
dicting. The action is non-stop with one 
random wave of Covenant foes coming 
after another. As you make it further 
into the match, difficulty modifiers, 
called skulls, get turned on, dramatically 
increasing the level of challenge. Once 
you start getting the skills down to play 
matches that last two hours or more, 
you'll find shared moments of greatness 
burnt into you and your friends’ minds -- 
even while you struggle to maintain focus 
over such a drawn out match. 

The real reason Firefight is so 
much fun, though, is that the idea of co- 
operation is built into every facet of the 
game. The team of four shares a pool of 
lives and a limited stash of health packs, 


meaning it is just as important to keep 
your friend alive as it is yourself. The 
waves of enemies come from all direc- 
tions, forcing you to keep your squad 
close and to stay in constant communica- 
tion if you want to survive. And once 
you find you’re out of ammunition as 
a Brute Chieftain comes charging your 
kay, your 
reliance on 
a friend will 
become as 
plain as day. 
You 
may have 
| noticed that 
! I repeatedly 
referred to 
your Firefight squad mates as “friends.” 
There’s a reason for that. Halo 3: ODST 
is built on the Halo 3 engine with little 
work done to update it. In Halo 3, there 
was no matchmaking for the co-op cam- 
paign. The same is true here and it car- 
ries over into Firefight. For most people, 
this won’t be an issue. If you don’t have 
a lot of friends that play Halo, however, 
or want to play and none of them are 
online, you'll find yourself struggling to 
put together a fun game. Without people 
to play with, Firefight loses its allure 
entirely. 

If you don’t play nice with oth- 
ers, there’s always the second disc in the 
Halo 3: ODST package. Here you'll find 
every single Halo 3 
map released to date 
and three new maps 
just to sweeten the 
deal. The gameplay, 
matchmaking, and 
general layout is 
unchanged from Halo 
3, so don’t expect to 
go into this game with 
the ODST’s sweet pis- 
tol or silenced SMG. 
This is simply more 
of the Halo 3 adver- 
sarial game you’ve 
been playing for the 
past couple of years. 

The three 
new maps are cach 
great additions to the 


ACHIEVEMENT Ð HUNTER 
Presents 


library. Two of them are small arenas, 
perfect for hectic small team games. The 
third feels like a new take on Zanzibar 

-- one sided, open and perfect for one 
bomb or one flag team matches. The 
Halo 3 online community is still going 
strong and these new additions will give 
it the added variety it needs to continue 
on for months to come. 

If you never downloaded the 
extra map packs for Halo 3, or never 
picked up Halo 3 at all, this second disc 
is a fantastic deal. If you’re a Halo fan, 
though, you probably own almost all of 
them already. In this new age of Xbox 
Live and downloadable content, why is 
anybody being forced to buy something 
they already own again? It’s a nice check- 
box for the old marketing materials to 
say that so many multiplayer maps are in- 
cluded in the package, but its inclusion is 
rather superfluous for the Halo hardcore. 
Closing Comments 

There are places where Halo 3: 
ODST could be improved, but when it 
comes right down to it, every Halo fan 
should buy this game. Even if you’ve 
lost interest in the franchise over the 
years or haven't ever given a Halo game a 
look, you’d do well to grab ODST and a 
few friends for some of the best multi- 
player gaming around, especially with as 
wonderful an addition as Firefight. The 
campaign is a tad short, but well-crafted 
and exciting. Then there’s a whole disc 
full of multiplayer 
maps, though you 
may already own the 
bulk of them. 

Halo 3: ODST 
isn't a true sequel, 
but it is more than 
a standard expan- 
sion. If you’re on the 
fence about buying 
it, drop your reserva- 
tions and go snag 
a copy. If you love 
Halo, you owe it to 
yourself to pick this 
up as soon as you 
can. 
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GC 2009: Project Natal Preview 


A new chance to get up close and personal with 
Microsoft's console-changing peripheral. 


by Martin Robinson 


he concept's simple — an approach 

to motion control that completely 
does away with the controller and trans- 
lates the player's body movements with 
spectacular accuracy. The motive behind 
it is equally simple as Microsoft attempt 
to expand the Xbox 360's user base to 
the parts that only Nintendo have been 
able to teach. *My four-year-old nephew, 
he wants to play Xbox but he can't use a 
controller," says out host Kudo Tsunoda, 
sporting sunglasses under the glare of 
the Gamescom business centre’s stark 
lighting. *Now to play the game all you 
have to know what to do is move your 
body.” 

Not that the Xbox 360’s dedicat- 
ed fans are being left out in the cold, as 
it also offers fascinating possibilities for 
existing genres. Kudo tells us of the “ex- 
tra fidelity” of the technology: “I don’t 
cate how many buttons or how many 
analogue sticks you put on a controller, 
you're never going to get simultaneous 
movement with your avatar like you do 
with Natal.” 

Two games were on show — they 
were the ones shown at E3, and they 
show approaches to appease both the 
casual and core gamer. Ricochet was first 
up, a bite-sized mini-game powered by 
Unreal Engine 3 that perfectly demon- 
strated the technology’s capabilities, put- 
ting up a translucent 
player avatar up on 
screen and then hurl- 
ing a flurry of balls 
for them to deflect. 

The track- 
ing of movement is 
astounding, the detail 
of the recognition 
even mote so; Kudo 
began by waving his arms around, at 
which the avatar promptly followed, and 
then to highlight its accuracy he began to 
thrust his hips around wildly, his moves 
again captured perfectly on screen. 
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Such precision is possible thanks 
to quick-fire mapping and instantaneous 
creation of a virtual skeleton compris- 
ing of 48 separate points. We're afforded 
a quick look under the bonnet with 
a glimpse at what Natal sees - infra- 
red images help detect the player, and 
combining this data with set algorithms 
helps map a wire-frame skeleton. These 
same algorithms help Natal predict what 
certain limbs are doing based on the po- 
sition of other body parts — so if a hand 
or arm drops out of picture it will still 
accurately represent your motions. 

It’s this same principle that 
means even if something wanders 
between the player and the camera the 
experience is uninterrupted — a fact that 
Kudo demonstrates by running a chair 
between himself and Natal, during which 
time the image onscreen remains intact. 
It’s this principle as well that supports up 
to four people, and it’s this that ensures 
that Natal won’t get confused when the 
flailing limbs are overlapping. 

Kudo’s demonstration of Rico- 
chet overbrims with enthusiasm, and as 
more balls are flung towards the avatar 
his exaggerated bounding almost threat- 
ens to bring Microsoft’s booth tumbling 
down. “T’ve lost over 8kg since I started 
working on Natal" he says, and we don't 
doubt him. His theatrics can be excused, 
however — Natal 
puts the player first, 
and its physicality is 
unmatched, some- 
thing his play-acting 
underlines. 
| Playing the 
4 game ourselves is a 
strange experience. 
We don’t attack it 
with quite the same abandon as Kudo, 
but its accuracy is nevertheless astound- 
ing. There's the slightest of lags in our 
movements being translated to screen, 
but it’s not enough to undermine the 
thrill of seeing it in action. However, the 


game itself 
demands flail- 
ing and doesn’t 
reward grace, 
at times feeling 
like an omi- 
nous reminder 
of the kind 

of fare that has to date prevented Sony’s 
EyeToy from being a success - but as a 
technical demo it’s effective. 

There were a few hiccoughs 
similar to the one that famously befell 
Kudo at the E3 reveal. Limbs infrequent- 
ly find themselves in inhuman positions, 
and at one point when a new player steps 
up it stalls as it tries to reconfigure itself. 
There’s no such problem when we step 
up after someone, and impressively the 
avatar changes to match our own propot- 
tions. 

A retooled Burnout Paradise 
shows how the technology can be fitted 
within existing genres and it’s an effective 
solution. Players control the car with an 
imaginary steering wheel and imaginary 
pedals, with a fist pump activating Burn- 
out mode. While it’s certainly instinctive, 
it ultimately loses out to a more tradi- 
tional controller thanks to the lack of 
a tactile element — driving a car well is 
about feel and feedback, and they’re both 
things that Natal lacks. 

We're left impressed but with 
some key doubts. The technology is cer- 
tainly there, it’s certainly impressive and 
- to a degree — it works. However, while 
the demos help outline the capabilities 
of Natal, they fail to make a compelling 
argument for its effectiveness in gaming, 
with Ricochet understandably throwaway 
and motion enabled Burnout coming 
off worst when put against its more 
traditional relation. With the excitement 
of the initial reveal dimming, it’s now a 
case of seeing what third- and first-party 
developers can do with the technology — 
and when that wait’s over, we’re sure our 
enthusiasm will be rekindled. 


November 5, 2009 - On February 010, Warner Home Video will release Halo Legends on DVD and Blu-ray. 


Halo Lege EMI Ie Maret 


Animated tales on DUDE TTD) 
by David McCutcheon 


Hz Legends is a seven-story anthol- 

ogy — told across eight episodes 

— that explores the origin and histori- 

cal events of the Halo universe and its 
intriguing characters. Halo Legends has 

been created in the same breakthrough 

format as The Animatrix and Batman: 

Gotham Knight with each individual 

episode imagined by a cutting-edge, re- 

nowned Japanese anime director/anima- 

tor, including Shinji Aramaki, Mamoru 

Oshii, Hideki Futamura, Tomoki Kyoda 

and Yasushi Muraki. The stories are ° 
inspired and produced by the creative 
minds of 343 Industries, including Halo 
franchise development director Frank 
O’Connor and managing editor Kevin 
Grace. 

The releases will contain bonus 
materials and extra features, and the 
single-disc DVD will be available for the 
MSRP (Manufacturer’s Suggested Retail 
Price) of $19.98, while the Two-Disc 
Special Edition DVD will go for $29.98. 
The Blu-ray will run at the MSRP of 
$34.99, 


The Halo Legends releases will feature 


the following bonus materials: 


"The Making of Halo Legends — An in- 
troduction to Halo Legends followed by 
a making-of segment for each episode 


Halo: Gaming Evolved — Explaining the 
Halo phenomenon from its inception 

as an Xbox video game to a present day 
entertainment franchise 


° Audio Commentary with directors 
Prank O’Connor and Joseph Chou 


Halo: The Story So Far, an overview 
of the Halo universe up until the end of 
Halo 3 (Blu-ray exclusive) 
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Is video-game addiction 
a mental disorder? 


Group pushes to classify behavior as an ailment for awareness, insurance 


By Lindsey Tanner 


CHICAGO - The telltale signs are ominous: teens holing up in their rooms, ignor- 
ing friends, family, even food and a shower, while grades plummet and belligerence 
soars. The culprit isn't alcohol or drugs. It’s video games, which for certain kids can 
be as powerfully addictive as heroin, some doctors contend. 


leading council of the nation’s largest doctors’ group wants to have this 

behavior officially classified as a psychiatric disorder, to raise awareness and 
enable sufferers to get insurance coverage for treatment.In a report prepared for the 
American Medical Association’s annual policy meeting starting Saturday in Chicago, 
the council asks the group to lobby for the disorder to be included in a widely used 
mental illness manual created and published by the American Psychiatric Associa- 
tion. AMA delegates could vote on the proposal as early as Monday. 

It likely won’t happen without heated debate. Video game 

makers scoff at the notion that their products can cause a psychiat- 
ric disorder. Even some mental health experts say labeling the habit 
a formal addiction is going too far. Dr. James Scully, the psychiatric 
association's medical director, said the group will seriously consider 
the AMA report in the long process of revising the diagnostic 
manual. The current manual was published in 1994; the next edition 


Video gamers 


The average age of an American 
who plays video and computer 
games is 33. Among most frequent 
gamers, adult males average 10 
years of playing. 


A woman in the New Haven, 
Conn., atea who bought the game for 
her 15-year-old son last year, says he got 
hooked on it. *Now that I look back on 
it, it’s like I went out and bought him his 
first Jack Daniel's," said the 49-year-old 
woman who didn't want her name used 
to spate her son from ridicule. 

Dr. Martin Wasserman, a pe- 
diatrician who heads the Maryland State 
Medical Society, said the AMA proposal 
will help raise awareness and called it 
“the right thing to do.” 
But Michael Gallagher, 
president of the En- 
tertainment Software 
Association, said the 
trade group sides with 
psychiatrists “who 


is to be completed in 2012. Age of video game players agree that this so-called 
Up to 90 percent of American youngsters play video games == 44% *video-game addiction’ is 


and as many as 15 percent of them — more than 5 million kids 

— may be addicted, according to data cited in the AMA council’s 
report. Joyce Protopapas of Frisco, Texas, said her 17-year-old 

son, Michael, was a video addict. Over nearly two years, video and 
Internet games transformed him from an outgoing, academically 
gifted teen into a reclusive manipulator who flunked two 10th grade 
classes and spent several hours day and night playing a popular 
online video game called World of Warcraft. 

“My father was an alcoholic ... and I saw exactly the same 
thing” in Michael, Protopapas said. “We battled him until October 
of last year,” she said. “We went to therapists, we tried taking the 
game away.“ He would threaten us physically. He would curse and call us every name 
imaginable,” she said. “It was as if he was possessed." When she suggested to thera- 
pists that Michael had a video game addiction, “nobody was familiar with it,” she 
said. “They all pooh-poohed it.” 

Last fall, the family found a therapist who “told us he was addicted, period.” They 
sent Michael to a therapeutic boarding school, where he has spent the past six 
months — at a cost of $5,000 monthly that insurance won’t cover, his mother said. 

A support group called On-Line Gamers Anonymous has numerous post- 
ings on its Web site from gamers seeking help. Liz Woolley, of Harrisburg, Pa., 
created the site after her 21-year-old son fatally shot himself in 2001 while playing 
an online game she says destroyed his life. 

In a February posting, a 13-year-old identified only as Ian told of playing video 
games for nearly 12 hours straight, said he felt suicidal and wondered if he was ad- 
dicted. “I think i need help,” the boy said. 

Postings also come from adults, mostly men, who say video game addic- 
tion cost them jobs, family lives and self-esteem. According to the report prepared 
by the AMA Council on Science and Public Health, based on a review of scientific 
literature, “dependence-like behaviors are more likely in children who start playing 
video games at younger ages." Overuse most often occurs with online role-playing 
games involving multiple players, the report says. Blizzard Entertainment teen- 
rated, monster-killing World of Warcraft is among the most popular. A company 
spokesman declined to comment on whether the games can cause addiction. 
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Under 18 


18-49 
Gender of game players 


[62% Men TTT 


Percentage of American heads 
of households who play 
computer and video games 


SOURCE: Entertainment 
Software Association 


not a mental disorder.” 
“The American Medical 
Association is making 
premature conclusions 
without the benefit of 
complete and thorough 
data,” Gallagher said. 
Dr. Karen Pierce, a 
psychiatrist at Chicago’s 
Children’s Memorial 
Hospital, said she sees at 
least two children a week who play video 
games excessively. 

“T saw somebody this week who 
hasn't been to bed, hasn't showered ... 
because of video games,” she said. “He 
is really a mess.” She said she treats it 
like any addiction and creating a separate 
diagnosis is unnecessary. 

Dr. Michael Brody, head of a 
TV and media committee at the Ameti- 
can Academy of Child and Adolescent 
Psychiatry, agreed. He praised the AMA 
council for bringing attention to the 
problem, but said excessive video-game 
playing could be a symptom for other 
things, such as depression or social anxi- 
eties that already have their own diagno- 
ses. “You could make lots of behavioral 
things into addictions. Why stop at video 
gaming?” Brody asked. Why not Black- 
berries, cell phones, or other irritating 
habits, he said. 
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BIOWARE 5 DARK FANTASY EPIC 
From the makers of Mass Effect™, 
Star Wars®: Knights of the Old 
Republic™, and Baldur's Gate™ 
comes an epic tale of violence, 


lust, and betrayal. de a < / 
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